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Following the 
incident on Shadow 
Moses Island 


Meta! Gear's top- 
secret technology 
was leaked into 
the black market 
through the 
machinations 
of Revolver Ocelot 
As a result, countless 
variations of 
Metal Gear have 
sprung up in 
every corner of 
the globe, making 
the weapon an 
increasingly 
common sight in 
the armed forces of 
nuclear powers 
In the midst of all 
this Solid Snake, 
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of the anti-Metal 
Gear group 
“Philanthropy” 
has learned that 
a new prototype 
Metal Gear has 
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by the U.S. Marines 
and i в being 
transported 
secretly. To find 
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getting support 
via the Codec from 
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s Pb ВВ ће p y, 
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the transport as 
it makes its way down 
the Hudson River. 
New York, disguised 
as а tanker. However, 
lust as Snake is 
about to begin his 
mission, the tanker 
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Solid Snake 


А member of the special forces unit FOXHOUND, Raiden has no experience in real-life combat 
hest levels through VR simulation 
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Rosemary 


Colonel 


Raiden's girlfriend. 

She is employed by the army as a data 
analyst, and supports Raiden in his mission by 
saving mission data via the Codec. 


Strategic commander of the FOXHOUND 
special forces unit. 

Commands the mission to infiltrate the Big 
Shell, and supports Raiden over the Codec. 
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Revolver Ocelot 


Russian. A former member of FOXHOUND, Lost his right arm in a clash Fought Snake during 
the Shadow Moses incident. Lost his arm but successfully flees the place. 
A gun fanatic who prefers revolvers. 
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Dead Cell member. 
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Origins of an Ukiyo-e Artist 
Recorded at Takato Yamamoto’s residence in Kamakura 


Yamamoto: Was it quite a trek from Tokyo? 

Shinkawa: No, it only took an hour on the Shinjuku Shonan Line. 
1 got here before I knew it. Where did you live before you moved 
out to Kamakura? 

Y: Mainly in Naka-Meguro and Hiroo. I also spent about 10 years in 
Ebisu, right around the same area where the Konami office is located. 
S: Does changing the place where you live have an effect on your 
illustrations? 

Y: Hmm, I don’t think my work has changed all that much. 
Actually, I think that I was conscious of Kamakura as an influence 
on my work even when I was living in Tokyo. 

S: Mr. Yamamoto, you're often referred to as “the Ukiyo-e artist 
of the Heisei era”, but during the late 1980s, you worked on a 
series of illustrations called “The Jolly Salaryman”. with quite a bit 
of black humor in them. 

Y: He wasn’t actually supposed to be “jolly”. Originally, my intent 
was to draw a melancholic businessman, or rather, a portrait of a 
discontented man, but it metamorphosed into something else when 
it began to be used for advertisements. The client wanted many 
changes like having him laugh, or showing his teeth more. 

S: Were you doing a lot of advertising work back then? I read 
somewhere that you reclaimed your own style in the early 90s. 

Y: This may not sound very complimentary, but advertising has a 


“disposable” aspect to it - nothing has lasting value. Гуе always 
had the desire to be in control of my own work also, so it was a 
natural regression to my former style. 

S: When did you establish your current style? 

Y: In 1995, I took part in an exhibition at the Tokyo Illustrators’ 
Society called “The Book”. I was handed one of those blank books 
that you get as a mock-up from the print shop, and the only 
instructions were to fill it with illustrations. The piece ended up 
being quite well received, and that’s when I realized that this was 
the direction I wanted to take with my work. 

S: Was there something that you experienced that led you to this 
revelation? I read that you were inspired by an exhibition of Hikozou’s 
works. [Hikozou Ito: Illustrator, born in Oita prefecture in 1904] 

Y: It was actually a Hounen exhibition. [Hounen Tsukioka: Ukiyo-e 
artist, 1839-1892] Back then, I was very interested in the Italian 
Renaissance and art from the turn of the 19th century, so my 
illustrations were much more European in style. But seeing that 
Ukiyo-e exhibition really opened my eyes. 

S: Hounen’s work left quite an impression on me too. I saw Ukiyo-e 
in a new light. This was after Га been living in Tokyo for some 
time, but I was invited to the wedding of a friend of mine in Kyoto. 
I hadn't been there since I'd graduated from university, and I just 
happened to wander into a used bookstore, where I found a book 
about Hounen. It was full of the most amazing pictures. 

Y: What about other Ukiyo-e artists? 

S: I also like Eisen [Eisen Keisai: Ukiyo-e artist, 1791-1848], but 
Hounen is my favorite. 

Y: Don’t you think that Hounen’s style in the Edo and Meiji eras 
differs? Personally, I prefer his earlier works. His later illustrations 
are too realistic and seem a little too detached to me. I recall 
hearing that you also like Hikozou. 

S: I do, and I’m also fond of Beardsley. [Aubrey Vincent 
Beardsley, 1872-1898] 

Y: But his background is quite different from yours. 

S: Our work is quite different... For the last illustration collection 
(The Art of Metal Gear Solid), I was commissioned to do several 
new pieces for the book. But at one point, I got stuck in a mental 
rut. I ended up going to the used bookstore district in Kanda, 
looking for something but not really knowing what, and that’s 
where I found a book about Beardsley. It was an impulse buy, but I 
think I was trying to draw some inspiration from his work. 
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Y: Does your style go through various transitions? 

S: Hmmm, I do think I’m influenced by the cartoons and comics I 
used to like, but... 

Y: You're about 10 years younger than I am, aren't you? When I 
was in elementary school, Hikozou still did the illustrations for 
young children's literature. But that was towards the end of his 
career, so they have a different feel compared to his earlier works. 
5: Hikozou's famous for “Yoshitsune-ki”, for example, but he’s 
illustrated both Western and Japanese stories. Which do you prefer? 
У: I don't have a particular favorite, but I'm drawn his works from 
the very beginning of the Showa period when he's still strongly 
influenced by Kashou [Kashou Takahata, 1888-1966]. They're 
almost like line drawings, with the theatrical touch of those 
traditional picture books. I like the dramatic quality to them, and 
the tragedy etched іп the subjects’ faces. 

5: Ah, the pictures where they have furrowed brows. (laughs) 

Y: His later works are too realist in style. 

5: Although his lines are less fluid, I think that his composition 
becomes more subtle and complex, including “hidden picture” 
elements in his illustrations, for example. 

Y: He really perfected his cross-hatching technique. It’s 
unbelievable. 

S: I went to an art museum to look at one of his originals, and I 
was stunned to see that nothing had been corrected. Especially 
since his illustrations in are black and white, I thought that he 
would have had to touch up some parts with white ink. 

Y: I wonder if it's true that he never did any rough sketches. 

S: The piece that I saw depicted a samurai running along the banks 
of a river, fleeing from a police inspector, and one could grasp the 
whole situation just by observing the reflection of the inspector's 
lantern on the surface of the water. 

Y: In comparison to Kashou, Hikozou expresses more movement 
in his work, doesn't he? I once read in an art book that Hikozou's 
illustrations capture the moment between movements. 

S: Do you like Beardsley? 

Y: Initially I liked his Rococo period better - those illustrations are 
more detailed than his most famous work, "Salome". But I've 
grown to prefer his earlier pieces like “Le Morte D'Arthur" which 
are a lot simpler. 

S: The first time I came across Beardsley was at art school in an art 
history class, when the professor showed us a slide of “Salome”. It 
really captivated me, and ever since then, I’ve had an interest in 
Beardsley. My favorite's also "Le Morte D'Arthur" - the subject 
matter has a kind of infectious and heroic quality. 

Y: His illustrations are very gothic. 

S: Are you familiar with Pogany? [Willy Pogany, 1882-1995]. 
He's a Hungarian illustrator, but I think I’m intrigued by his work 
because of the way his drawings have such an elaborate structure. 
Actually, they have a very similar quality to yours. I often find 
myself attracted by those qualities that I lack, so I think that's why 
I like these calculated, precise pictures. 

Y: Yes, maybe I’m the same, actually. In the end, it's all about the 
lines, or rather, the brushstrokes. I love sumi-e (ink brush) 
paintings and single-stroke paintings, like Sesshu [an artist-monk 
from the Muromachi era, 1420-1506] for example. But I think that 
in some way it was Beardsley who opened my eyes to Japanese 
line drawings. 

S: It seems that the more you study Western art, the more conscious 


you become of your Eastern roots. 
Raiden and the Handsome Youth 


S: You did an illustration of Raiden for the limited edition booklet, 
but I heard that you struggled a lot with it. 

Y: Yes, it wasn't coming out the way I was imagining it. I had to 
ask for quite an extension on the deadline! (laughs) Actually, 
most of it had been completed, but it felt like something was 
lacking. I spent a lot of time pondering over it, and that's how it 
ended up with so much blood spurting everywhere. 

S: The illustration was very popular within the office. The last 
game was full of middle-aged men, so the director, Mr. Kojima, 
thought that we should introduce a handsome young character into 
the story, and that's how Raiden came about. Well, at least 
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Raiden's my idea of а handsome young man. 

Y: Гуе actually played the game itself, but I keep getting beaten 
immediately. And when it's game over, the controller vibrates so 
much, I thought I was going to get addicted just to that! (laughs). 
I remember hearing that Raiden is of mixed ethnicity. 

S: Maybe he looks like that because of the way I draw him... 
During an interview with a foreign magazine, I was once asked 
what nationality Snake is. I told them that ГА intended for him to 
be an Englishman, but that didn’t seem to go over very well. After 
that, I decided not to be too concerned about the character’s 
nationality and to reply that it’s only an imaginary character. 

Y: Isn't Raiden blonde? 

$: Well, it’s more white than blonde. 

Y: A sort of platinum blonde? 

S: Yes. Many different people actually play these videogames, and 
I wanted them all to be able to empathize and identify with Raiden. 
That’s why I chose white as his hair color; to symbolize that he has 
yet to be colored by any sort of expectations. 

Y: The way I ordinarily draw, hair tends to come out black. When 
it’s a color like Raiden’s, it’s difficult to achieve a balance with his 
skin tone, so it’s a different kind of challenge. 

$: Even though I did design Raiden, I'd rather draw older guys 
than young ones. 

Y: As you get older, you start wanting to draw younger characters. 
S: In the past, I attempted to create handsome characters, and 
young characters, and young bubbly females, but there were others 
who could do it much better than I could. Since having that 
experience, I’ve mostly stuck with middle-aged male characters. 

Y: When I was studying sketching, it was very interesting to draw 
old men and women. It’s more satisfying; drawing the complex 
shadows and shapes 

S: Young characters are difficult, aren’t they? Maybe its because 
the lines are a lot more sleek, but I can’t seem to get the hang of it. 
Y: Yes, and that’s why it takes a lot of concentration to draw young 
people. I suppose it’s that there’s no margin for error with the 
facial and physical lines. It’s easier to draw older people. 

5: I just can’t draw young people. 

Y: But you do! (laughs) 

S: I have to be distracted when I’m doing it. Well, perhaps that’s 
not quite the right word, but I have to be relaxed in order to draw 
them. If I set my mind to do it, I freeze up and it comes out badly. I 
have to be watching TV or drinking tea at the same time in order 
for me to draw young people. 

Y: You don’t really do rough sketches, do you? 

5: No, I don’t, as а general rule. 

Y: The lines don’t come alive, do they? I used to think that way 
too, but lately, if I don’t do a sketch, I can’t figure out how long 
the piece will take. So I end up drawing the same thing for the 
sketch and the final version, and sometimes the sketch comes out 
better. I supposed you just have to move on. It’s like some of 
those paintings from the Renaissance where the sketch is better 
than the final piece. 

5: What sort of tools do you use? 

Y: I use a fine-point brush for the body. Actually, I basically use 
the same brush to do everything, but I do use a pen if I’m in a 
hurry. But always a brush for the skin, or it will come out looking 
much too harsh. 

S: I once decided to try pens and I sat there scratching away, but 
the lines were much too harsh, and I ended up switching back to 
brushes. 

S: I don’t know whether its good or bad, but it seems that you need 
an erotic element in order to draw good-looking characters. As for 
Raiden, he’s wearing special battle gear called a “sneaking suit” 
that has laces up the sides, sort of bondage-style. 

У: I like when young male characters - well, this goes for mature 
male characters also- but I’m very moved by their failures. There’s 
a kind of pathos and pain there that I try to depict in an erotic way 
in my drawings. 

S: Well, thank you very much for your time. It was a pleasure. Of 
course, I’m looking forward to the piece you're doing for the art 
book- “Raiden’s Routine”. 

Y: The pleasure’s all mine. And about that Raiden illustration - can 
you call it “Raiden in Defeat”? (laughs) 
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Takato Yamamoto 


1960 
1981 


1985 


1986 


1991 
1994 


1998 


2001 


Born on January 15th in Akita prefecture. 
Graduates from the Fine Art Department of 
Tokyo University of Art & Design and goes on 
hold solo exhibitions and shows at various 

art galleries 

Contributes to the "Modern Self Portraits” 
exhibition at the Saitama Prefectural Museum о 
Modern Art 

Contributes to the “Dolls from the World of Ar 
exhibition at the Miyazaki Art Museum, 

Begins exploration of the "Ukiyo-e pop” aesthetic 
Further refining "Ukiyo-e pop”, he develops his 
ideas into “Heisei aestheticism”, providing 
illustrations for niche art novels and period 
novels of various types, covers for literary 
‘magazines and one-off publications, and also 
illustrations for commercial ads 

“Takato Yamamoto: Heisei Tanbi-kan 
[House of the Heisei Aesthetic” exhibition 

ion Gallery G8 (Ginza, Tokyo) 

oto: Ruri-iro Nozokimado 
Іші» ' exhibition at the HB Gallery 
(Omotesando, Tokyo) 


Member of the Tokyo Ilustrators Society and 
the International Ukiyo-e Society. 


Among his works are the art book “Hi-iro no Mani 
[Scarlet Maniera)” (Treville), and the digital art book 
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aiki no Yoru [Night of the Bizarre]" (East Press) 
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Shinkawa 


Born on Dec. 25, 1971 in Hiroshima prefecture, he joined Konami 
in 1994. His designs soon caught the eye of director Hideo 

and they began to work together on such pro 

“POLICENAUTS PRIVATE COLLECTION" 

“METAL GEAR SOLID”, where Мг. Shinkawa was responsible 
for the character and mech design. Mr Shinkawa favors a Pentel 
brush pen and creates works which exhibit а unique harmo 
between the analog and digital During his stint as mech designer 
for “ZOE - ZONE OF THE ENDERS”, his fantasy-based designs 
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